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Gain 1 Stone for free each Round.

Choose a single Resource die and reroll it up to 2 times. Reminder - all reroll abilities
can be used only at the start of Expand Your Empire phase before you do anything
else.

Final Scoring: gain 10 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Choose a rolled result on 1 Resource die and gain 1 additional Resource of that type
(can be used to get additional Gold).

Gain 2 Victory Points if you Harvest at least once and Build on both Empire and Village
sheets (crossed off Build spaces on both).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Food for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Worker (action) that you may use only for Build on your Village sheet.

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 3 additional Victory Points, add those 3 points to the total value on each track.

Gain 1 action that you may use ONLY to Harvest.

Final Scoring: gain 2 Victory Points for each fully harvested Field on your Empire sheet
(with all crossed off Harvest spaces).

Final Scoring: Gain 3 Victory Points for each finished Building (with all Build spaces
crossed off) including this Building.

Gain 1 action that you may use ONLY to Harvest.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Spend 1 Worker (action) to gain 1 Victory Point - you can use this ability only if the
rolled Worker die shows either 3 or 5 as a result.

Final Scoring: gain 5 Victory Points for each Settlement created on your Empire sheet
from the custom Blueprint. You create this custom Blueprint after game setup, by
crossing off 5 spaces in a grid, in such a way, that each crossed off space will be
adjacent to at least 1 another crossed off space.

Gain 1 Worker (action) if at least 2 rolled Resource dice shows the same result.
Although you can use Gold as any Resource, it is still 1 of 4 dice result types, and you
must treat it as such.

Gain 1 Gold for free each Round.
Gain 1 Wood for free each Round.

Gain 1 Worker (action) that you may use only for Build action if all rolled Resource dice
shows the same result. Although you can use Gold as any Resource, it is still 1 of 4
dice result types, and you must treat it as such.

Spend 1 Gold to gain 1 Victory Point, and if you upgrade this ability with Settlements,
you will gain more Victory Points for a single Gold.

Gain 1 Wood for free each Round.

Final Scoring: gain 2 Victory Points for each Bridge built (it's not each Bridge section -
a Bridge is built when 2 or 3 sections from Bridge track are crossed off).

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Worker (action) to use only for Building at Village sheet if the rolled Worker die
shows 4 as a result.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).
Additionally, gain 5 Victory Points if you cross off all Build spaces from this Building.

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 4 additional Victory Points, add those 4 points to the total value on each track.

Reroll any Resource dice 1 time. Reminder - all reroll abilities can be used only at the
start of Expand Your Empire phase before you do anything else.

Gain 1 Worker (action) if the rolled Worker die shows either 3 or 5 as a result.

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.



Caravan

Carpenter's workshop

Casino
Castle
Cave of Cerberus
Cedars of lebanon

Ceremony of guides

Chamber of treasures

Chapel

Chapel of Mars
Chariot builder
Cherry greenwood
Cherry orchard
Chief Kali's fortress
City of sacred ground
City of the Nomad
Clan dumpster
Clans house
Colossus
Compressor

Corn crops

Council

Court Sculptor
Crossbow maker
Crossroads
Daimyo's castle
Daimyo's guards

Dark chapel

#8

#2

#13

#2

#44

#35

#37

#27

#16

#14

#29

#7

#3

#46

#6

#25

#12

#46

#9

#31

#37

#10

#26

#32

#29

#13

#43

#1

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Trade 2 results on rolled Resource dice for 1 Gold, you ignore those dice and don't
gain any Resources from them, and if you upgrade this ability with Settlements, you
gain more gold for those 2 results.

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 4 Victory Points for each fully harvested Field on your Empire sheet
(with all crossed off Harvest spaces).

Gain 1 Wood for free each Round.

Gain 1 Victory Point for each rolled Resource die that shows the chosen Resource
type on that Building, you will choose the type you want to score by crossing off 2 other
Resources, once the Building is finished.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).
Additionally, gain 2 Victory Points if you cross off all Build spaces from this Building.

Final Scoring: gain 3 Victory Points for each fully harvested Field on your Empire sheet
(with all crossed off Harvest spaces).

Choose a single Resource die and reroll it up to 2 times. Reminder - all reroll abilities
can be used only at the start of Expand Your Empire phase before you do anything
else.

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Victory Point if at least 2 rolled Resource dice shows Wood results. Although
you can use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat
it as such.

Gain 1 Food for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 2 Victory Points for each Settlement with a different shape on your
Empire sheet.

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 4 additional Victory Points, add those 4 points to the total value on each track.

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Victory Point if you Harvest and cross off a Harvest space with a Stone (any
number of it).

Trade 1 Gold for 2 Wood, and if you upgrade this ability with Settlements, you can
trade more Gold, each of them for 2 more Wood.

Gain 1 Food for free each Round.

Gain 1 Worker (action) that you may use only at Constructions (Empire sheet Build
spaces) if at least 2 rolled Resource dice shows the same result. Although you can use
Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as such.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Spend 2 Wood to gain 1 Victory Point, and if you upgrade this ability with Settlements,
you will gain more Victory Points for those 2 Wood.

Once you built this Building, take 2 Favor tokens you returned to the box, and from
now on you can choose from all of the Favor tokens.

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Worker (action) if you decide to roll with only 2 Resource dice at the beginning
of the Round.
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Gain 1 Victory Point if you decide to roll with only 2 Resource dice at the beginning of
the Round.

Gain 1 Victory Point if you decide to roll with only 2 Resource dice at the beginning of
the Round.

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Food if the rolled Worker die shows 4 as a result.
Spend 1 Wood, 1 Food, and 1 Stone to gain 1 Victory Point.

Gain 2 Victory Points if all rolled Resource dice shows a different result. Although you
can use Gold as any Resource, it is still 1 of 4 possible results types, and you must
treat it as such.

Gain 2 Victory Points if you spend actions to cross off at least 3 Construction sections
from the Empire sheet (Sections can be crossed off in any combination from any rows).

Gain 1 Worker (action) if the rolled Worker die shows either 3 or 5 as a result.

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Victory Point if you Harvest at least once and Build on both Empire and Village
sheets (crossed off Build spaces on both).

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Trade 1 Worker (action) for 1 Gold. This ability may be used 1 time unless you upgrade
it with Settlements.

Gain 2 Wood for free each Round.

Gain 1 Gold if all rolled Resource dice shows a different result. Although you can use
Gold as any Resource, it is still 1 of 4 possible results types, and you must treat it as
such.

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 4 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 1 Victory Point for each completed section (crossed off group of
Build spaces next to a VP value) of the Sumo School Building.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Reroll any number of dice (both Harvest and Worker). This ability may be used 1 time
unless you upgrade it with Settlements. Reminder - all reroll abilities can be used only
at the start of Expand Your Empire phase before you do anything else.

Gain 1 Food for free each Round.

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 2 Victory Points if you Build and cross off 3 spaces on any single sheet.

Gain 1 Food if you Harvest at least once, and if you upgrade this ability with
Settlements, you will gain more Food after a single Harvest.

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).
Additionally, gain 2 Victory Points if you cross off all Build spaces from this Building.

Gain 3 Victory Points if all rolled Resource dice shows a different result. Although you
can use Gold as any Resource, it is still 1 of 4 possible results types, and you must
treat it as such.

Once you built this Building, take 2 Favor tokens you returned to the box, and from
now on you can choose from all of the Favor tokens.

Final Scoring: gain 2 Victory Points for each fully harvested Field on your Empire sheet
(with all crossed off Harvest spaces).

Gain an additional Resource when you Harvest (the same type as the harvested
Resource). This ability may be used 1 time unless you upgrade it with Settlements.
When upgraded, you need to Harvest more to gain additional Resources.



Food market
Forge of the gods

Former world wonder
Fortress

Fortress of Ares

Fuji apple festival

Gallows

Gardens

Garrison

Gate

Gathering

Geisha house

Gifts for the pharaoh

Gigapolis
Gladiator school

Glass giant

Gold creek
Golden armory

Golden bazaar
Golden trinkets

Goldsmith
Grain field

Great journey
Great pyramid
Greek jewelery
Greek legacy

Guarded woodshed

Guardians of the forest

Hadrian's wall

Hall of trophies

#22
#18

#34

#33

#10

#3

#40

#14

#36

#24

#17

#13

#8

#43
#30

#48

#21
#28

#20

#37

#28
#5

#43

#37

#44

#15

#5

#38

#34

#41

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Stone for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Trade 1 Resource for another Resource of your choice, and if you upgrade this ability
with Settlements, you can do several trades, and each of them you can trade for a
different Resource.

Final Scoring: gain 12 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).
Additionally, gain 3 Victory Points if you cross off all Build spaces from this Building.

Final Scoring: gain 2 Victory Points for each 4 crossed of Build spaces in a horizontal
or vertical line at this Building. A single Build space may be counted towards more than
a single line, but the same line cannot be counted twice.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.

OBLIGATORY ability! Gain 1 Worker (action) if the rolled Worker die shows 4 as a
result. Otherwise, you have 1 Worker (action) less to use if it shows 3 or 5.

Gain 1 Victory Point if you Harvest. This ability may be used 1 time unless you upgrade
it with Settlements. When upgraded, you need to Harvest more to gain another VP.

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 action that you may use ONLY to Harvest.

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 1 Victory Point for each crossed off Harvest space on your Empire
sheet.

Gain 1 Gold for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 2 Victory Points if all rolled Resource dice shows a different result. Although you
can use Gold as any Resource, it is still 1 of 4 possible results types, and you must
treat it as such.

Gain 1 Gold if the rolled Worker die shows either 3 or 5 as a result.
Gain 1 Food for free each Round.

Gain 1 Victory Point if you Harvest at least once and Build on both Empire and Village
sheets (crossed off Build spaces on both).

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Trade 1 Resource for another Resource of your choice, and if you upgrade this ability
with Settlements, you can do several trades, and each of them you can trade for a
different Resource.

Gain 1 Stone for free each Round.

Trade 1 Gold for 2 Wood, and if you upgrade this ability with Settlements, you can
trade more Gold, each of them for 2 more Wood.

Final Scoring: gain 12 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Final Scoring: gain 1 Victory Point for each crossed off Build space on any sheet, that
didn't require any Resources to be spent in addition to the action spent on it.

Gain 2 Victory Points if you spend actions to cross off at least 3 Construction sections
from the Empire sheet (Sections can be crossed off in any combination from any rows).
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Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Spend 1 Food during Build action on Construction track (Build spaces on Empire
sheet) in replacement of 2 Resources of any type that this Build space requires. This
ability may be used 2 times unless you upgrade it with Settlements.

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 2 Victory Points for each Bridge built (it's not each Bridge section -
a Bridge is built when 2 or 3 sections from Bridge track are crossed off).

Gain 2 Victory Points if you spend actions to cross off at least 3 Construction sections
from the Empire sheet (Sections can be crossed off in any combination from any rows).

Gain 1 Victory Point if you Harvest at least twice.

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Final Scoring: gain 2 Victory Points for each pair of available Harvest spaces on your
Fields, you must have access to those spaces (with finished bridges) and they cannot
be crossed off.

Choose a rolled result on a single Resource die and gain 2 additional Resources of
that type (can be used to get additional Gold).

Spend 3 Resources of any, but the same type to gain 2 Victory Points, and if you
upgrade this ability with Settlements, you will gain more Victory Points for those 3
Resources.

Gain 1 Gold if all rolled Resource dice shows a different result. Although you can use
Gold as any Resource, it is still 1 of 4 possible results types, and you must treat it as
such.

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Spend 2 Gold to gain 3 Victory Points, and if you upgrade this ability with Settlements,
you will gain more Victory Points for those 2 Gold.

Gain an additional Resource when you Harvest (the same type as the harvested
Resource). This ability may be used 1 time unless you upgrade it with Settlements.
When upgraded, you need to Harvest more to gain additional Resources.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Worker (action) if at least 2 rolled Resource dice shows the same result.
Although you can use Gold as any Resource, it is still 1 of 4 dice result types, and you
must treat it as such.

Gain 1 Stone for free each Round.

Gain 1 Worker (action) that you may use only for Build on your Village sheet if at least
2 rolled Resource dice shows the same result. Although you can use Gold as any
Resource, it is still 1 of 4 dice result types, and you must treat it as such.

Trade a result on 1 rolled Resource dice for 2 Food, you ignore that dice and don't gain
any Resources from it, and if you upgrade this ability with Settlements, you can trade
additional results, each of them for another 2 Food.

Gain 1 Wood for free each Round.

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Gain 1 Worker (action) if the rolled Worker die shows either 3 or 5 as a result.

Final Scoring: gain 10 Victory Points if you crossed off all Harvest spaces with Stones
from Empire sheet (from all Fields, which means you must unlock all of them first).

Gain 2 Stones for free each Round.
Spend 1 Wood, 1 Food, and 1 Stone to gain 3 Victory Points.

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.
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Spend 1 Wood to reroll 1 die (Resource or Worker). Reminder - all reroll abilities can
be used only at the start of Expand Your Empire phase before you do anything else.

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Gold if all rolled Resource dice shows the diferent result. Although you can use
Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as such.

Choose and call a single Resource type before Roll Dice phase, if you called it
correctly, you gain an additional Resource of that type from 1 dice with this result.

Reroll 1 die (Resource or Worker). Reminder - all reroll abilities can be used only at the
start of Expand Your Empire phase before you do anything else.

Choose and call a single Resource type before Roll Dice phase, if you called it
correctly, you gain an additional Resource of that type from 1 dice with this result.

Gain 1 Stone for free each Round.
Gain 1 action to use only for Building at Village sheet.

Final Scoring: gain 4 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Stone for free each Round.

Trade 1 Wood rolled as result from 1 Resource die for 2 Wood, and if you create
Ability description

Reroll all dice (both Resource and Worker). This ability may be used 1 time unless you

upgrade it with Settlements. Reminder - all reroll abilities can be used only at the start
of Expand Your Empire phase before you do anything else.

Gain 1 Food for free each Round.

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Gain 1 Stone if at least 2 rolled Resource dice shows Food results. Although you can
use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as
such.

Reroll any number of dice (both Harvest and Worker). This ability may be used 1 time
unless you upgrade it with Settlements. Reminder - all reroll abilities can be used only
at the start of Expand Your Empire phase before you do anything else.

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Wood for free each Round.

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Food for free each Round.

Final Scoring: gain 6 and 9 Victory Points for each of shown Settlements on your
Empire sheet (you have to create these as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Food for free each Round.

Gain 1 Victory Point and reroll all Resource dice if all their rolled results are different.
Although you can use Gold as any Resource, it is still 1 of 4 dice result types, and you
must treat it as such. Reminder - all reroll abilities can be used only at the start of
Expand Your Empire phase before you do anything else, and you gain Resources only
from your final dice roll.

Gain an additional Resource when you Harvest (the same type as the harvested
Resource). This ability may be used 1 time unless you upgrade it with Settlements.
When upgraded, you need to Harvest more to gain additional Resources.

Gain 1 action that you may use ONLY to Harvest if you Harvest at least once.

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).
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When you Harvest, you may ignore Bridges and cross off a Harvest space from any
Field, even the one unavailable to you yet. This ability may be used 1 time unless you
upgrade it with Settlements.

You can create 2 Settlements during Create a Settlement phase, instead of just 1.
Gain 1 Food for free each Round.

Gain 2 Victory Points if you spend actions to cross off at least 3 Construction sections
from the Empire sheet (Sections can be crossed off in any combination from any rows).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Spend 1 Food and 1 Wood to gain 1 Victory Point. This ability may be used 1 time
unless you upgrade it with Settlements.

Gain 2 Victory Points if you spend actions to cross off at least 3 Construction sections
from the Empire sheet (Sections can be crossed off in any combination from any rows).

Gain 1 Worker (action) if you reroll the Worker die, and it shows the different result
afterward. You total the new Worker to the result shown on the die after reroll.

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Gain 1 Wood for free each Round.
Gain 1 Gold for free each Round.
Gain 1 Stone for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 10 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Gain 1 Victory Point if you Harvest at least twice and cross off 2 Harvest spaces with
different Resource types.

Spend 1 Wood, 1 Food, and 1 Stone to gain 2 Victory Points.

Final Scoring: gain 10 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Reroll any 1 Resource dice once. Reminder - all reroll abilities can be used only at the
start of Expand Your Empire phase before you do anything else.

Gain 1 Stone if at least 2 rolled Resource dice shows Wood results. Although you can
use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as
such.

Final Scoring: gain 1 Victory Point for each completed section (crossed off group of
Build spaces next to a VP value) of the New Religion Building.

Final Scoring: gain 3 Victory Points for each crossed off pair of Harvest spaces with
Wood on Fields at the Empire sheet.

Gain 1 Food for free each Round.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Wood for free each Round.

Gain 1 Worker (action) if you Harvest at least twice and cross off 2 Harvest spaces
with different Resource types.

Gain 3 Victory Points if all rolled Resource dice shows a different result. Although you
can use Gold as any Resource, it is still 1 of 4 possible results types, and you must
treat it as such.

Gain 1 Food for free each Round.
Gain 1 Stone for free each Round.

Final Scoring: gain 1 Victory Point for each pair of available Harvest spaces on your
Fields, you must have access to those spaces (with finished bridges) and they cannot
be crossed off.

Spend 1 Wood, 1 Food, and 1 Stone to gain 2 Victory Points.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 1 Victory Point for each crossed of section at the Construction track
on Empire sheet, that isn't a part of any created Settlement.
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Final Scoring: gain 10 Victory Points if you crossed off both the Cottages and
Granaries Imperial spaces (last sections on 1st and 3rd from the top rows on
Construction track).

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Worker (action) if at least 2 rolled Resource dice shows Food results. Although
you can use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat
it as such.

Final Scoring: gain 4 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Final Scoring: gain 2 Victory Points for each 4 crossed of Build spaces in a horizontal
or vertical line at this Building. A single Build space may be counted towards more than
a single line, but the same line cannot be counted twice.

Reroll 1 die (Worker or Resources) up to 2 times, you can't change dice between
rerolls.

Gain 1 Victory Point if you cross off any number of Build spaces while spending at
least 3 Stones doing that.

Gain 1 Wood for free each Round.

Gain 1 Gold if at all rolled Resource dice shows the same result. Although you can use
Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as such.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Victory Point if you Harvest at least twice and cross off 2 Harvest spaces with
different Resource types.

Gain 1 action that you may use ONLY to Harvest if you Harvest at least once.

Gain 1 Victory Point if you spend at least 4 Workers (actions) to either Work or Harvest
at a single sheet (Empire or Village).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Before Roll Dice phase, take all Favor tokens, both the one from the box and the ones
in front of you, shuffle them and draw 3 new at random.

Gain 1 Gold if all rolled Resource dice shows a different result. Although you can use
Gold as any Resource, it is still 1 of 4 possible results types, and you must treat it as
such.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 3 Victory Points for each fully harvested Field on your Empire sheet
(with all crossed off Harvest spaces).

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 1 Victory Point if you harvest at least twice.

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Victory Point if during this Round you've spent at least 3 Stones.

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Use 1 additional Favor token, that's in your current setup (you can't use the ones
returned to the box during the setup).

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).
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Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).
Additionally, gain 5 Victory Points if you cross off all Build spaces from this Building.

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 8 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Spend 1 Wood less during Build action on Construction track (Build spaces on Empire
sheet). This ability may be used 1 time unless you upgrade it with Settlements.

Gain 1 Stone if all rolled Resource dice shows a different result. Although you can use
Gold as any Resource, it is still 1 of 4 possible results types, and you must treat it as
such.

Gain 1 Stone for free each Round.
Gain 1 Gold for free each Round.
Gain 1 Stone for free each Round.

Final Scoring: gain 16 Victory Points for each shown Settlement created on your
Empire sheet (you have to create them as any other Settlements).

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Gain 2 Victory Points if all rolled Resource dice shows the same result. Although you
can use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it
as such.

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Reroll 1 Resource dice that shows Food result, and if you upgrade this ability with
Settlements, you can reroll more dice with such result, but only once per Round.

Gain 1 Resource for free each Round, you will choose the type of Resource that you
want by crossing off 2 other Resources, once the Building is finished.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 8 additional Victory Points, add those 8 points to the total value on each track.

Final Scoring: gain 7 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 5 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Spend 2 Workers (actions) to gain 1 Gold, and if you upgrade this ability with
Settlements, you will gain more Gold for those 2 Workers.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Reroll any Resource dice 1 time. Reminder - all reroll abilities can be used only at the
start of Expand Your Empire phase before you do anything else.

Trade 1 Gold for 1 Worker (action). This ability may be used 1 time unless you upgrade
it with Settlements.

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 4 additional Victory Points, add those 4 points to the total value on each track.

Final Scoring: gain 1 Victory Point for each crossed of section at the Construction track
on Empire sheet, that isn't a part of any created Settlement.
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Gain 1 Food for free each Round.

Final Scoring: gain 1 Victory Point for each crossed of section at the Construction track
on Empire sheet, that isn't a part of any created Settlement.

Gain 7 Victory Points you have at least 4 Settlements with the same shape on Empire
sheet (excluding the Settlement that you can build from this Building).

Gain 1 Gold and 2 Victory Points if at least 2 rolled Resource dice shows the same
result. Although you can use Gold as any Resource, it is still 1 of 4 dice result types,
and you must treat it as such.

When you cross off the last Bridge section on Construction track, you may choose this
Field as available to you to Harvest from, instead of the one on Empire sheet. You
might want to cross off the Field you didn't choose, to note which one you can access
now.

Gain 1 Worker (action) if at all rolled Resource dice shows the same result. Although
you can use Gold as any Resource, it is still 1 of 4 dice result types, and you must treat
it as such.

Gain 1 Food for free each Round.

When you Harvest, you may ignore Bridges and cross off a Harvest space from any
Field, even the one unavailable to you yet. This ability may be used 1 time unless you
upgrade it with Settlements.

Gain 1 Gold, but you may spend it ONLY on Build actions on your Village sheet.

Reroll any 1 Resource dice once. Reminder - all reroll abilities can be used only at the
start of Expand Your Empire phase before you do anything else.

Final Scoring: gain 6 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Gain 1 Gold if all rolled Resource dice shows a different result. Although you can use
Gold as any Resource, it is still 1 of 4 dice result types, and you must treat it as such.

Gain 1 Gold for free each Round.

Choose and call a single Resource type before Roll Dice phase, if you called it
correctly, you gain an additional Resource of that type from 1 dice with this result.

Gain 1 Gold for free each Round.

Final Scoring: Each Imperial space (the last section of each Construction track) is
worth 2 additional Victory Points, add those 2 points to the total value on each track.

Gain 1 Victory Point and reroll Worker dice if its rolled result shows 3 or 5. Reminder -
all reroll abilities can be used only at the start of Expand Your Empire phase before
you do anything else, and you have as many actions as your final roll shows.

Final Scoring: gain 9 Victory Points for each shown Settlement created on your Empire
sheet (you have to create them as any other Settlements).

Spend 1 Wood less during Build action on Construction track (Build spaces on Empire
sheet). This ability may be used 1 time unless you upgrade it with Settlements.

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Final Scoring: gain Victory Points shown next to a group of Build spaces (or a single
space) if you cross them off (it doesn't matter if the Building is finished or not).

Choose a rolled result on a single Resource die and gain 1 additional Resource of that
type (can be used to get additional Gold).

Gain 1 Wood for free each Round.
Gain 1 Stone for free each Round.

Gain 1 Worker (action) and 1 Gold if the rolled Worker die shows either 3 or 5 as a
result.



